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A Study of the Formation Process of War Games at Primary Schools in the Late Meiji Era.
<Abstract>
 Play and games were introduced into Japanese primary schools in the Meiji era. The goal of this paper 
is to examine the formation process of war games at the primary school level. We address the issue of the 
infl uence of external factors on educational practices.
 We explored the books of play and games which provided role model of play and game activities in 
primary schools.
 War games strengthened the infl uence of schools in accordance with the prosperity of studies and 
practices about play and games. Moreover Japan was excited over its victory in the Sino-Japanese War. 
War games refl ected such a social situation. A lot of books about play and games which were edited more 
systematically appeared in the late 1880s. After that several books were published. There were only a few 
case reports about foreign-born games in the practical reports published by the primary school attached 
to the teachers’ college.
 In the late 1890s, we had a lot of war games based on the imitation of real battles. We classifi ed these 
cases into several game types. The war game type that has the largest number of reports on play and game 
books is “non-organized war game” which are  team competitive and lack any role differentiation. The 
second most popular game type is “organized war game” which has role differentiation.  
 Organized war game has two origins.  The fi rst is the game which is made from the battle model of 
the navy. The second was conceived by the teachers of the primary school attached to Ibaraki teachers' 
college in the days just after Sino-Japanese War. The latter has a lot of points of similarity to board games 
and card games such as military shogi. It seems that this type is developed with reference to these popular 
games.
 An organized war game is a three-cornered game. Ordinary games require physical strength. However, 
organized games require strategy and tactics. After that, these games spread out over the community in 
which children lived. In other word, that is a return to children’s play culture from school culture.
Key words: Sino-Japanese War, organized war games, play culture, three-cornered game, 
books of play and games
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